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Abstract 
The aim of this research is to improve students’ speaking ability, especially in 
fluency and accuracy. This research was conducted at the eight grade students of 
SMPN 3 Pontianak in academic year 2017/2018. In this research, the subject is class 
VIIIF that consists of 38 students. The researcher conducted a classroom action 
research. The data were collected by observation and measurement technique. The 
tools of data collecting were observation checklist, field note, and scoring rubric for 
assessing speaking (performance test). Guessing game was used as the technique in 
this research which was conducted in two cycles. The research findings showed that 
the mean score of students’ speaking test improved from 1.68 for accuracy and 1.84 
for fluency in the first cycle to 2.13 for accuracy and 2.26 for fluency in the second 
cycle. The improvements of this study were particularly in students’ speaking aspect, 
especially accuracy and fluency. 
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INTRODUCTION 
Speaking is a skill which requires 
people to communicate through spoken 
language. Speaking is an interactive 
process of constructing meaning that 
involves producing, receiving and 
processing information. Speaking is 
complex skill because at least it is 
concerned with components of accuracy, 
pronunciation, and fluency (Montgomery: 
2000). By mastering those components of 
speaking student can carry out 
conversation with others, share ideas, and 
change information with other people in 
their daily lives. 
Based on writer’s experience while 
teaching practice in SMPN Negeri 3 
Pontianak, class 8F have low ability in 
speaking especially in speaking ability. 
The first problem is being afraid of 
making mistakes. They feel 
embarrassment or worry that prevents 
them to speak up because they afraid to 
make mistakes in speaking such us 
mispronunciation and ungrammatical. The 
second problem is that they are lack of the 
ability when speaking. Based on an 
interview with the English teacher, mostly 
their problems are the accuracy of their 
speech, they cannot use the proper term in 
their proper language or word order. The 
student also lack in fluency, they cannot 
speak fluently without pauses and in good 
pronunciation. The students often have to 
search for the words, make a lot pauses, 
frequently use fillers, for example err or 
you know, and often go for inappropriate 
words. They take too much time thinking 
what they are going to say. Therefore, 
some of the student also avoid to begin 
conversation to their friend or their 
teacher and to remain silent. It is also 
supported by students speaking score in 
class that was only 1.55 point for accuracy 
and 1.68 point for fluency. The third 
Problem is the limited opportunities for 
the students to speak in class.  
The technique that can be used to 
improve speaking ability is through 
guessing games. Guessing game is one of 
learning technique with playing, in which 
students will be enjoying in learning, and 
active in communication with speaking 
English. Guessing game is a game in 
which the object is to guess some kind of 
information, such as a word, a phrase, a 
title, or the location of an object. They can 
express their ideas freely because they do 
activities with their friends. The writer 
wants to conduct a guessing game which 
adopted from Klipple (1991:35) named 
Coffeepotting. Coffeepotting is one of 
guessing game concept which contains 
verbal communicative activity in form of 
small groups and will be adapted to 
students. The reason why the researcher 
chooses coffeepotting is because it 
enhances students speaking ability and 
generally liked by students of all ages 
because they combine language practice 
with fun and excitement (Klippel, 1994: 
31).  
Guessing games can be used to 
develop or reinforce concept, to add 
diversion to regular activities, or just to 
break the ice. However, their must 
important function is to give practice in 
communication. (Richard-Amato, 1988: 
156). It says that guessing games give 
students do not feel bored during learning 
process. Nevertheless, the most important 
thing is to give the students in practicing 
their English. They also add that guessing 
games can be painless to develop or 
reinforce any number concepts. “Guessing 
what I am,” Guess who I am” for example, 
can be used to teach about animal’s 
profession or people in different age 
groups (baby, child, teenager, young adult, 
elderly person). (Richard-Amato, 1988: 
156). 
The question of this research was how 
can guessing games technique improve the 
students’ speaking ability of the eighth 
grade students at SMPN 3 Pontianak in 
academic year 2017/2018, especially in 
accuracy and fluency. 
 
RESEARCH METHODOLOGY 
Since the purpose of this research 
was to to find out whether teaching 
English speaking by using Guessing games 
technique can improve speaking ability of 
the eighth grade students at SMPN 3 
Pontianak in Academic Year 2017/2018, 
the researcher used classroom action 
research which was appropriate method to 
be used to solve the problem of this 
research. Classroom action research is 
research carried out in the classroom by 
the teacher of the course, mainly with the 
purpose of solving a problem or improving 
the teaching/learning process. Burns 
(2010) stated that CAR can be a valuable 
way to improve our teaching skills and get 
more understanding of ourselves as 
teachers, our classrooms and our 
students.The central idea of the action part 
of CAR is to intervene in a deliberate way 
in the problematic situation in order to 
bring about changes and, even better, 
improvements in practice. 
This research conducted in two cycle. 
In each cycle, there will be some steps that 
must be done by the researcher. According 
to Burns (2010), there are fourphases in 
CAR: Planning, Acting, Observing and 
Reflecting. 
  
 
 
 
 
 
 
 
 
 
 
 
 
Figure 1: Burns (2010:9) 
 
In order to make the cycle above 
clear, below is the explanation of those 
steps: 
1. In planning phase, the researcher 
will prepare the lesson plan, 
teaching material, observation 
checklist, and field notes before 
teaching learning process.  
2. In acting phase, the researcher as an 
observer. The researcher and 
teacher will collaborate to explain 
the material that has been prepared 
as well as to observe the entire 
event that will be happened during 
the class. After the teacher explains 
the lesson, the students will do 
guessing game in groups.  
3. In observing phase is to see how the 
activity is running; and to gather the 
data as the information to be 
assessed. The statements in the 
observation checklist were the 
expectation of the researcher toward 
the achievement the students had 
within the process that will measure 
the strengths and the weaknesses of 
the process of teaching learning. 
4. In reflecting phase, the researcher 
will recall all the information during 
teaching learning process. From the 
process of teaching learning the 
researcher gets some important 
feedback. The feedback is very 
important in re-planning the next 
cycle. It can change a certain action 
or add some more actions in order 
to improve the teaching learning 
process. 
After getting the result of the test, the 
teacher reflected the students’ 
comprehension in form of score. The 
result of the observation checklist was 
translated into sentences. It was used as 
tools to gather the information. Then, the 
teacher combined all the information they 
had collected from the tools. Finally, the 
researcher determined whether there was 
another cycle to improve the result and the 
process or not. 
The participants of this research are 
the students of SMPN 3 Pontianak at the 
eighth grade in the academic year 
2017/2018. The researcher chooses the 
students who sit in class F because they 
have lack speaking ability especially in 
accuracy and fluency.. 
There were two kinds of techniques 
used by the researcher. They are 
observation and measurement techniques. 
Observation checklist and field note were 
used for the observation technique. As to 
measure the students’ achievement, the 
researcher used by assessing or giving the 
score of students speaking performance 
based on the rating scale and filling the 
data into the scoring table..  
Observation checklist table is a form 
of table that consists of the action applied 
by the researcher to watch the object 
carefully in order to notice the atmosphere 
of the class. The result of observation will 
be analyzed by observation checklist as a 
guidance to notice how the uses of 
guessing game to improve students’ 
speaking ability. 
Field notes will be used to notes the 
students behavior and everything happen 
in the classroom that does not involve in 
the observation checklist. It will record the 
meanings that students attach to their 
behavior, how they interpret situations, 
and what their perspectives are on the 
process of teaching and learning. 
To know whether teaching speaking 
through guessing game was the effective 
technique or not in teaching learning 
process, the researcher conducted 
observation checklist and field note in 
every meeting, and then scored the 
students’ understanding by giving 
assessment. 
To get students’ mean score, the 
researcher measured it by using the 
following formula:  
 
   …….. (1) 
 
 
Note:  M= the mean score of the 
students 
∑ 𝒇𝒙  = the total score of 
students 
N = the total of students in the 
classroom 
 
RESEARCH FINDINGS AND 
DISCUSSION 
In conducting this research, the 
researcher applied Classroom Action 
Research. This method of this research 
was intended to solve the problems found 
in the classroom. The problem found in 
the eighth grade students in class F of 
SMPN 3 Pontianak were in their speaking 
ability. The students were lack of the 
ability when speaking. The students had to 
search for the words, make a lot pauses, 
frequently use fillers, for example err or 
you know, and often go for inappropriate 
words. The implementation of guessing 
game in this research was to improve 
students’ speaking ability.  
This research was conducted in two 
cycles. Every cycle consisted of planning, 
acting, observing, and reflecting stage as 
Classroom Action Research procedures. In 
the first cycle, the acting stage was 
conducted in one meeting that was on 
Tuesday, September 19th 2017 at 08.35 
a.m to 09.55 a.m. 
The time for English subject was 80 
minutes. There was no student absent in 
the first cycle. In the second cycle, the 
acting stage in one meeting that was on 
Tuesday, September 26th 2017. The time 
for English subject was 80 minutes. There 
was no student absent in the second cycle. 
 
First Cycle (September 19th 2017) 
In the first cycle, the acting stage was 
conducted in one meeting that was on 
Tuesday, September 19th 2017. During 
impelementing guessing game, the teacher 
and the researcher as the observer in 
teaching learning process to observe what 
actually happened in the classroom 
through observation checklist and field 
notes. The observer’s view of the process 
was very important to avoid the 
subjectivity of the teacher. After the 
teacher gave the materials, implemented 
guessing game, and the students did the 
games, the researcher computed the 
students’ score and classified the mean 
score into the qualification. All those steps 
were done to obtain the research findings. 
From the research finding and the 
data analysis on the first cycle of the 
research, the researcher concluded that it 
was not satisfying. There were some 
obstacles happened in this cycle. More 
efforts would be needed to achieve the 
goals of the technique applied. The 
researcher decided to conduct the second 
cycle. The reflection of the first cycle was 
as follows: 
M =  
∑ 𝑓𝑥
N
 
1) The students looked confused because 
they did not know the meaning of the 
clues. The students asked to the teacher 
repeatedly. 
2) The teacher chose the member of the 
group by randomly. Some students did 
not work in pairs. It made the groups 
which tend to be passive. 
3) There were some students who were 
still busy with their own business. 
They did not concern with the lesson 
and also discussion. 
4) There were some students still passive 
in class while doing guessing game 
activity. 
5) The class was not conducive enough 
because there were disturbances from 
outside of the class. 
6) In doing guessing game, the students 
guessed with their friends using mother 
tongue. 
7) In the first cycle, the result of students 
means score in speaking performance 
in the first cycle was 1.68 and the mean 
score of fluency was 1.84.  
Those problems above led the 
researcher to conduct another cycle in 
order to improve everything in the 
teaching learning process; in term of the 
students’ performance, teacher’s 
performance, as well as the score of the 
students.In conclusion, the first cycle was 
not as good as expected. It needed to be 
revised, corrected, and improved in order 
to get the better result or improvement 
from the first cycle. Therefore, the 
researcher conducted the next cycle or 
second cycle to revise and improve the 
shortages and weaknesses in the first 
cycle. 
 
Second Cycle (September 26th 2017) 
Based on the problems in the 
previous cycle, the researcher decided to 
conduct the second cycle. The researcher 
set up new plan for cycle 2 and planned to 
start conducting on Tuesday, September 
26th 2017. Then, the teacher prepared the 
teaching-learning process and media for 
teaching speaking by using guessing 
game, such as laptop, projector, and 
dictionary. After that, the teacher prepared 
observation checklist and field note. 
The second cycle was conducted on 
Tuesday, September 26th 2017. The 
preparation of the teacher when the 
teacher came to the classroom was good. 
The teacher started the class by leading 
the students to pray together, greeting, 
checking the students’ attendance. On that 
day, all the students were present.  
The researcher noted some findings 
in the second cycle during the acting stage 
of the classroom activities. Firstly, the 
students looked very enthusiastic to begin 
the teaching learning process. It was 
shown from the students when they 
prepared the table position before the 
teacher came to the class. 
Secondly,teacher was more confidence in 
delivering the material, giving more 
explanation and example, motivating the 
students, and also leading the students to 
the the discussion. The next, the students 
were more active and it was better than 
the first cycle. There was no more 
students who were busy with their own 
business; all of them were focused on the 
activity. The score improved to 2.13 for 
accuracy and 2.26 for fluency in the 
second cycle. The last, in the second 
cycle, both teacher and the students have 
done better than the previous cycle.  
The researcher concluded that the 
second cycle of the research was 
successful. All the expectations of the 
teaching learning process and the 
reflecting actions from the first cycle 
improved. It can be seen from the result of 
students’ test. The process were better 
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than the first cycle. The 
successfulness of the cycles convinced the 
researcher to stop the cycle. 
The results of the two cycles 
indicated the improvement of students’ 
speaking ability by using guessing game. 
The students were able to speak accurately 
and fluently. 
 
 
 
 
 
 
 
 
 
 
 
 
 
Table 2. Mean Score 
The researcher answered the research 
problem. The purpose of this research is to 
find out whether guessing game can 
improve students’ speaking ability 
especially in accuracy and fluency. There 
was students’ score improvement that 
refers to the comparison in two cycles. 
The improvement can be seen from the 
mean score of accuracy 1.68 (1st Cycle) to 
2.13 (2nd Cycle) and the mean score of 
fluency 1.84 (1st Cycle) to 2.26 (2nd 
Cycle). The score on the second cycle was 
very different from the first cycle. 
Based on the students’ achievement 
score, it was clear that the students’ 
speaking ability increased from the first 
cycle to the second cycle. Moreover, the 
observation checklist and the field note 
also showed the significant improvement 
in teaching learning process. The students 
were paying attention to the material, 
enthusiastic, and active in guessing the 
clues. Based on the result, the researcher 
decided to stop the cycle. 
In conclusion, the researcher 
determined that this research was 
satisfactory. The students’ speaking ability 
especially in accuracy and fluency 
improved by implementing guessing 
game. Therefore, the researcher has 
concluded the action hypothesis which 
states that guessing game can improve 
students’ speaking ability of the eighth 
grade students at SMPN 3 Pontianak in 
Academic Year 2017/2018 is accepted. 
 
CONCLUSION AND SUGGESTIONS 
Conclusion 
Based on the research finding, the 
researcher concluded that there was an 
improvement of students’ ability in 
speaking after applying guessing game. 
1. The ability in speaking performance of 
the eighth grade students at SMPN 3 
Pontianak improved through “Guessing 
Game”. It was proved by the result of 
the field note and observation checklist 
from the first cycle and the second 
cycle. The students are actively 
involved in conversation while they 
found the game meet their interests, 
and then also could bring them to the 
atmosphere that they could express 
their ideas to other. 
2. The students showed better result in 
the process of the students in speaking 
especially in accuracy and fluency. 
This was proved by the result of the 
mean score of accuracy 1.68 (1st Cycle) 
to 2.13 (2nd Cycle) and the mean score 
of fluency 1.84 (1st Cycle) to 2.26 (2nd 
Cycle). 
3. Teaching speaking through Guessing 
Game also could positively involve the 
students in the process of teaching 
learning activity, could maximize 
students’ motivation and the same time 
it provide many opportunities to 
students to speak during the activity. 
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Suggestions 
Based on the research finding the 
researcher would like to give suggestions 
to improve the teaching learning activity 
especially in teaching speaking 
monologue. The suggestions are defined 
as follows: 
1. For other Teachers 
a. Teacher should prepare an attractive 
media such as colorful card that 
contain the activity, slide shows 
power point presentation and 
attractive games. Students can enjoy 
the activities in teaching and 
learning 
b. The teacher should be selective in 
choosing the activity which is 
appropriate with students’ academic 
level, interest, and needs. 
c. While implementing Guessing 
Game, the teacher should give more 
control and guidance to the students 
while they are working in group. It 
can help to build a good teamwork. 
2. For other researchers 
a. They can use this research as 
additional information. The other 
researcher can make guessing game 
using other media like pictures 
related to the topic. 
b. Since this research was conducted 
in Junior High School especially at 
the eighth grade students, it is 
suggested for the researcher to 
implement this research in Junior 
High School at ninth grade students. 
They also can conduct the research 
in Senior High School or 
Vocational High School. 
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